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(54) Bonus game for a gaming machine 

(57) A bonus game far a slot machine operable in a 
basic mode and a bonus mode. The bonus game is 
entered upon the occurrence of a special start-bonus 
game outcome in the basic mode. In the bonus game, a 
player selects, one at a time, from an array of windows 
each associated with a bonus game outcome. Credits 
are awarded based upon which ones of the windows are 
selected. The bonus game ends upon selection of a 
window associated with an encH»nus outcome but oth- 
erwise continues, allowing the player to make further 
selections and accumulate further credits unfl encoun- 
tering an end-bonus outcome. In one ernbocfiment a 
bonus game resource obtained In the basic game may 
be exercised in the bonus game to affect the bonus 
game outcome. In one entwdiment. for example, where 
the occurrence of an end-bonus outcome would other- 
wise end the bonus game, a player having a bonus 
game resource may exercise the bonus game resource 
upon encountering an end-bonus outcome to continue 
playing the bonus game. 
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Description 

CROSS-REFERENCE TO RELATED APPLICATION 

[00011 This application claims the benefit of priority of Provisional Patent AppGcation Serial No 607079.143 filed 
March 24, 1998. 

HELD OF THE INVENTION 

[00021 The presem invention relates g^er^ 
tire for a gaming machine. 

BACKGROUND OF THE INVENTION 

[00031 Gajringmacfimes,su* 

gaming industry for several years. Generally, the popularity of such machines with players is dependent on the Bteu- 
rK»d(aperc«rvedGKenhc<)d)rt machine and the intrinsic entertainment value of the machine 

relative to other available gaming options. Where the available gaming options Include a number of competing 
machines and the expectation of wirming each macrtirw te 
most 0«ly to be attracted to to 

to employ the most entertaining and exciting machines available, because such machines attract frequent play and 
hence increase profflabBity to the operator. Accordingly, in the cctnpetrtive gaming machine inoustry, there ts a contin- 
uing need for garring machine manufacturers to produce new tyr^ of games, or enhancements ^ games, 
which will attract frequent play by enhaiKiiig the ertertairane^ 
[00041 One conceptwhich has been successfully employed to eimaira 
cept of a "secondary- or "bonus- gairowWchn^ be played in cc^^ 
coirorise ajry type d game, either sim^ 
occurrence of a selected eve^ 

appficafion serial na 08/835,840 [hereinafter the WO appBcationT. filed April 23. 1997, assigned to the assignee of 

the present invention and incaporated r»erein by referenca The Btt 

basic garr» is a reel^ype slot machine and the 

dot-matrix display. The bonus ganw is ertered upon me appears 

trie slot niacNiw in the basic game. In the bon^ 

or the Ttit rate,- is much greater than that of the basfc gama Tne player te 

winnings from the bonus game until a losing trial occurs. Sixh a borws ga^ 

player excitement than the basic game because ft presides a greats 

is accompanied with more attractive or um^ video (Ssplays and^ aucfia > . . . 

[00051 Because the bonus game concept of^ 

ottier Known games, and because such games are attractive to b(^ players and operas 

to develop new types of bonus games to satisfy me demaixfe of players a^ 

games wffl maintaia a even further enha^ 

in the art The present invention is directed to satisfybig mese needs. 

SUMMARY OF THE INVENTION 

[00061 In accocc^ncevvith one aspect ct me presertin^ 

essoropereJWeinabasfcmodearxiabo^ 

toseledabastegameaitcc^ 

ccnies indtrie a start-be^ 

mcdetome bonus moda The processor is oper^ 

the bonus mode, a player selects one or more of me bonus game outcc^aitfaedte^ 

ones of me bonus game outcomes are selected. . , _ 

[00071 In acccniaiicewim another aspect of the presert inventkw. mere is 

orocessor operable to selecting a game artcc^e from among a number po 

possible game outcomes are identifiable according to a pay table as winning <^ t ^<^^^^ TQ l^ x ^ 
number of the possible game outcomes are identified as appa^ 
means for awarding credits upon ccainerK^ of tte wiiming cc^ 
apparent losing canbinations. 
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[0008] In accordance wWi yet another aspe^ of the pres^ 
a processor operable fo a basfciricdear*^ 

operates to select a basic game outcome from among a plurality of possible basic game outcomes. The possible basic 
rane outcomes include or mere b^ 
erate a bonus cjajne resource exercisable h 

of the processor from the basic mode to the bonus nxxte The processes 

bonus game outcomes. In the bonus mode, upon selection of a bonus game outcome, the bonus game resources) 
generated in the basic game may be exercised to affect the bonus game outcome. In one embodiment where the 
bonus game outcome would otherwise cause the processor to end the bonus game, an exercise of a bonus game 
resource in conjunction with me bonus gairwoutccw causes me rjrocassor to cc<^ 
thereby allowing the player to continue playing the bonus game. 

BRIEF DESCRIPTION OF THE DRAWINGS 

[0009] The foregoing and other advantages of the invention wfll become apparent upon reading the following detailed 
description and upon reference to the drawings in which: 

FIG. 1 is a sirnpGfied illustration of a spinning reel slot machine with dot matrix display on which the present inven- 
tion may be implemented; 

FK3.2isani0ustratic<iofthreereeJBtr^ 1 to imple- 

ment a basic slot machine game according to one entxxfiment of the present invention; 
FK3. 3 is a pay table for various symbol corrtfnaticnswr»chr^ 

2; 

FIG. 4 is a math table corresponding to the symbol combinations identified in FIG. 3 with one coin played; 
Fia5isapayajt6ummarytaJbleforabask;game using the reel strips of 2 wrm one to five ccte played; 
FIG. 6 is a math table for various "fctart-bonus" symbol cornbinations which may occur in a basic game using the 
reel strips of FIG. 2 with one coin played; 

FIG. 7 is a payout summary table for a combined basic and bonus game using the reel strips of FIG. 2 with one to 
five coins played; 

Fia 8 fflustrates a cfisplay which appeare 
present invention; 

FIG. 9 inustrates a display which may appear upon completion of a bonus game according to one embodiment of 
the present invention; 

FIG. 10 is a table niustrafing window values which may appear in a bonus game conesponding to various iximDers 
of coins played; 

Fia 11 is a table summarizing vartous possible outooines of a bor^ 
present invention; 

FK3L 1 2 is a block cfiagnam of the slot rriachine c4 T0 1 illustrating a CPU arri 
Fiai3isabtockdiagramc4tte 12; 

FIG. 14 is a block diagram of a video game machine on which the present invention may be Implemented; and 
FIG. 15 is an illustratk^ of five simulated ree^ 
FIG. 14. 

[0010] WMe the invention is suscaptM^ 

been shown by way of example in the drawings and wfll be descrtoedmdetaflhereia However, a shouW 
that the inventi on is not intended to be tirr^ to me particular forms dsctoseA 
tfications, equivalents, and alternatives falling witWn me spirt aiKl scope erf me invents 



DESCRIPTION OF SPECIFIC EMBODIMENTS 



[0011] Tun^rwwtomecVawingsandrefemng iriitiaDy toFia 1. mereisc^edaslolmacrfiine 10 which may be 
utffized to play bom a Tx*sfc" game erri a second 

12trroughwttchaptayerrnayo^ 16and18.Gair»playisWtiatedbyinsert 

of coins or playing a number of credits, causing a <*Uc*garr»contro^^ 

corresponding to the number of coins or credite played, m trie fflustr^ 

by reference numerals 22. 24. 26. 28 and 30 may be activated, depending on me rwrrtoerrt 

play of one coin or credit activates pay fine 22. two coins or credits activate pay Bn» 
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activate pay Bnes 22. 24 and 26, four coins or cretfits ac6vate pay Ines 22, 24. 26 and 28 and five coins a crafts acti- 
vate pay Ines 22. 24. 26. 28 and 30. Rwnll bo appreciatea hc^^ 

machines having fewer or greater numbers of payfines and/or with payfirte(s) which are activated independently of the 
number of coins or create played The presort invention rray alw 
terrre "reels." 'fcpirtning reels." ^ 
i mpien lei itefions i 

(00121 After activation of the payfines, the reels 14, 16, 18 are set in motion by either puffing a levers 
a push button (riot shown) on me slot macto 

a game outcome (ao., -basic- game outcome) cwresporiaTng to a particular s^ using tech- 

no^ wettlmown in me art causes each 

FIG. 2) are affixed to the reels 14. 16, 18 to graphically Btustrate the reel stop position and indicate whether the stop 
position of the reels represent a winning game outcome Winning "basic- game outcomes (e.g.. symbol concretions 
resulting in payment of coins or credits) are Mentha by a pay tabte (see TO 

naigcont^on occurs when the syn^x>ls appearing on the reels 14, 16. 18 correspond to one of the winning combi- 
nations on the pay table Traditionally, such winning combinations must be displayed relative to an active one of the 
payfine(s) 22, 24, 26, 28 and/or 30. 
[0013] Faexarrple, In the illustrated 

cornbination occurs if one of the combinations appearing on the pay table is dispiayed directly under payfine 22 (e.0., 
with the first second and third symbols of the combination being Displayed, respectively, in the -left-center position, 
•mfcxfle-(»rrter posits 

paytines 22 and 24 are activated and winning cornbination(s) occur If any of me cornbinations appearing on the pay 
table are Displayed directly under payfine 22 and/or paytine 24. Payfine 24 reqinres that the first second and third sym- 
bols of the co m bination are displayed, respectively, In the -left-upper- position, "midale-uoper" position and "right-upper- 
posrtionrelatrvetothecSsplaywinckw If three coins or credits are played, payfines 22. 24 and 26 are activated and 
winning cornbinafion(s) occur if any of me contxnations appearirig cn 

lines 22. 24 and/br 26. Payfine 26 requires that the first second and third symbols of the combination are displayed, 
respectively, in me Teft-toweTpositw 

12. tf four coins or credits are played, paytines 22, 24, 26 and 28 are activated and winning connbination(s) occur if any 
me corrt^cre appear^ Payfine 28 

requires that the first second and third syrr^s of the ccrnbiri^ 
tion, "rrMe-center" position arid "rigM^oweT rjosftion relative to 

are played, paytines 22, 24. 26. 28 and 30 are activated and winning contxnation(s) occur if any of the cornbinations 

appearing on the pay table are displayed directly under paytines 22, 24. 26. 28 anaVbr 30. PayTtne 30 requires that the 

first second and third symbols of me combination are c5spiayed, respectively. In me Teft-toweT position, "midcle- 

center" position and ■rig^H^per position relative to me o^ 

[0014] it wffl be appreciated, riowever. mat afterna^ 

bination may be defined by the rjrocessor to occur when a spectal •Start-be^ 

reels to any predetermined display position. In one ernbodiment of the present invention, a "start-bonus" outcome 
occure when a spedaJ "start-be^ 

(eg. , "upper," "center or Tower") on each reel, even if such positions do not correspond with an active pay Bna The 
appearance of a -start-bonus- symbol on me designated number of reels. In me designated display positions) repre- 
sents a "start-bonus" outcome causing the processor to shift operation from me basic game to a bonus game In 
another errtofimerrt, the processor enters the bonus game upon me appearance of a special symbol corrtoination on 
the reels 14, 16. 18which is wrt identified on me pay 
tt is a "start-bonus" con*iiia^^ 

surprise winning conijinaiion to symbols and/or 

cornbination(s) may cause trie rjrocessor to award coir<6) or credos) in me bask: game 

[0015] A video display 32 is provided for displaying me bonus game. The video display 32 may comprise a dot n* 3 *"** 
CRT, LED, LCD, electroluminescent display or generally any type of video display laiown in the art In me illustrated 
errtxxiimerit the video d 

dated that the "basic" game need not comprise a spinning reel slot machine game, as Qlustrated in FIG. 1. but may 
comprise virtually any type of game of chance or sWD or combination of such games) having outcomes (e.g., "start- 
bonus" outcomes) which may trigg er play of a bonus gairie on the video c^ 
merited on me video display 32 or a separate video display (rirt shown). Trie basic garro 

or video blackjack game, far exarnpla In errtxrfiments where bom the basic and bonus games are implemented in 
video, each game may be shown on me same vkleo display. 

[00161 In one embodiment me possible basic game outcomes -bonus- 
resource' outcome) causing me processor to generate a bonus game resource exercisable in me bonus game. The 
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occurence of "bonus-resource- outcomes) may also cause the processor to award coin(s) or oeoi^s) in the basic 

oama In one errtxxfmerrt tte 

rWoufceoutcoma tnthisen4x)0^ 

of me basic gajr»(causing the processor togerre^ 

tog the bonus mode, if at an. upon the occurrence of a start-bonus outcome. The bonus game resource(s) may com- 
prise any item which operates to enhance toe excitement and/or winning expectation in the bonus game, m one 
embodirnent tor example, a bcois gaiw resource is usable to overrW 

game. For example, in a bonus game including one or more "end-bonus' outcomes) which would otherwise end the 

bonus game, a bonus game resource, if avaTaUe. may be used to ovenide m 

tmue play of toe bonus game. Another type of borus gajne resource rri^ 

eta) of coir<s) or credos) awarded m a bcn^ 

aamecutrxrneewarolngScotosor 

[0017] Fia2srwwsasetofreri!str^foru^ 1 to implement a JACK- 

POT PARTY™ slot machine game, assigned to the assignee of the present invention. The reel strips correspond to the 
reels 14 16. 18 in FK3L 1 and wffl be identified by corresponding reference numerals 14. 16. 18. Each of the reel strips 
14 16, 18 include eighteen symbols, conesponcfing to eighteen available reel stopping positions. The symbols which 
appear on reel stnp 14 include, in sequence, Jackpot 7, Plum, Orange, Plum. Orange. Plum, Orange. Plum, Blue 7. 
Cherry. Orange. Bell. Orange, Strawberry. Blue 7. Orange. Party Favor and Plum. The symbols which appear on reel 
stop 1 6 include. In sequence. Jackpot 7. Bed. Party Favor. BeO. Cherry. Orange. Plum. Cherry. Ben. Party Favor. Ben. 
Strawberry Plum, Blue 7. Bell. Party Favor, BeQ and Strawberry. Finally, the symbols which appear on reel strip 18 
include, to sequence. Jackpot 7, Cherry. Orange, Party Favor. Orange, Special Lemon, Orange, Plum, Orange. Plum, 
Orange, Rum, Bed, Strawberry, Blue 7, Bell, Oierry and Umon. L . „ m . 

[0018] A pay table for the JACKPOT PARTY™ stot machine game (corresponding to the symbols s™**" 111 2 ' te 
shown at F1Q. 3. The pay table iderrtffieslhe amount tfcrji^ 

that may appear In the basic game. The amount of coin(s) or credit(s) identified in the W table trarfitwnally corre- 
sponds to the probabilities of "hftfing" the various corrtxnafions of symbols, less an appropriate "hoid percentage 
retained by the stot machine 10. ^„ . _ 

[0019] na4tearjaytaMeMemify^ 

credit played (with only payfine 22 activated), to rTO 4, toe TAY COMBO" cc^ 
Wnatkws(corresponolngtoto^ 

machine gama The "# PER REEL" columns rndcate, respectively, the numbers) of reel positions on reels 1 4. 1 6. 1 8 
thai wffl suprjort the vaii^ 

pie. because Cherry symbols occupy 1 posffion rjn the first reel. 2 posttioris on to^ 

third reel, and because there is only one active paytine in a 1-coin game, there are 1. 2 and 2 posrfions, respecfivery. 

that wfll support toe CH CH CH crjrr*toafioa Trie *rW column 

rjf toe three "# PER REB." coIwitc arid rerjrese^ 

thenumberfs)ofreelposf!foretf^ 

bol caitotoa^ to a 1<cto p^i^ 

vanous"Hite"vaJuesina1-cotogarna 

[00201 Where the reels each have eighteen syrrt)ols conesporiding to eigWeen re^ 
POTFARTY«game,theoateof"ti^ 

x 1 8 x 1 8) . The "PuBs/Hir column of FK3L 4 identifies, on average, the number of pufls that would be required to "hrt" 
each respect syirtxjl cotfctoa^ 
<jf 5.832 possible syrnbol con*lnatio^ 

age, to "hrT the J7 J7 J7 combination In a 1 -coin game. Similarly, there are 30 unique symbol cornbtnatfons out °* ^,832 
possible symbol rxrrttriatfonstr^wou^ 

mTpuns. on average, (Le.. 5.832.30) to "hit" the "OR OR OR" or "PL PL PL" corrtxnation in al -coin game. The 
"PUte/Hit" value at the bottom of the column represents the number of pulls, on average, that vkxjW be r^edto hit 
any of the winning coronations In a 1-coin game, computed by dividing number of possWe symbol coordinations 

(5,832) by the "Total Hits" value (732). 

[0021] TheTrobaJbflrty-cofurrnlndicrt^ 

single spin. This is computed by taking the irwerse d toe -PuIteMr values. The "Hit Rate" value at the bottom of the 

coliimnrepreserrtstrwprobaWW r _^__ 

[0022] The "Pays" column of FIG. 4 lists the pay values of the respective winning outcomes, corresponding to *™ e J^ av 
; Table of r^3foralH»to gama The "eV/cohimnWe^ 
cc<nputed for each ortcorneD^ 
contoalioa toe expected va^ 

torn of toe "E.V." column, is computed by summing each of the expected values. Thus, tor a 1^xxn game, the payout 
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rate is 0.57133 Of 57.133%. 

100231 The Total Pay* column lists, tor eachwtoningou^ 

The CH CH CH coitoinaiion, tor exam* e. having 4 hite each paying 20 coins a credits, has a Total Pay* value of 80 
coins or crerjts. Total Coins Paid" is the sum of the various Total Pay* amounts and equals 3,332 total °°<np *" r *V 
con came. The -ConMxilfon* column indicates, tor a l<rjto game tto percentage contitoulfon of to 
p^^r»untstothetofalo^^ 

( te°wffl be^preciatBd. nxxfification ot FIG. 4 to reflect a 2-coin, 3-coin. 4-cofn or JHxxn game may be easily 
accomplished by those skilled in the art According such nwrtifir^ 

that tie 2-coin. 3-coin, 4-coin and 5-coin games have, respectively 2, 3, 4 and 5 active payOnes and thus the -Wis. 
Total Wts* and "Hit Rate" values win increase in proportion to therwntoerc»ai^paylines.The*Pays-valuesiorme 
J7 J7 J7 corrtinaticn wffl increase to 2<». 300. 400 and 1 .«» c^ 
played The irweased pay values for the J7J7 

thenuntoer of coins played and causes the Total Coins Paid" vatoe to increase to a rxo^^ 

So^S^ of the varwjspaywrt rates. hH rates, to^ 
nun*ersof«,insplayedis6etfortoinna5.ft^ 

ence (6Z27709 - 57.13306) between the payout percentage of the 1 -coin game and the 5-ccxn Q^^f ™*™*™ 

law. muM-coto games may not yield a spread of hotorxrcentages (or payout percentages) v^vanr 

for different numbers of coins played without special metering Because the different 

an adjustment is desirable in the bonus game to tower the toto percentage d toe S<»in game relative to toe h»m 

game This adjustment will be described later In retafiontoFIG-7. 

[0026] The information rjrovtoed to na 4 and na 5 coriespcr* 

reel strips of FK3. 2 and does not factor in winning outcomes assodaied wito the JACKPOT PART^ b^igam^ 
According to princes of the present invention, there are various basic garne outcomes < a £' Jf*^!*^.^ 
nations) which cause the processor to shift operation from the basic game toa ™^ 
name, one such c«itornatiw fechaiactete 

toa the pfowsswtoefiterabonusgame -party- Anrtherqieefalcontornattoib character 

tj«) Jackpot 7, Orange arri Special Lemon symbols on reels 14. 16, 18. also cai^ toe processor to^er a bonus 

BaroT^-IJoto of toese special syn^ 

processor to shm operation from toe txu^ 

Jackpot 7. Orange and Special Lemon oombinatton tea "surprise party" becai^^ 
dal Lemw syntxte are rwt Identified to the playw 

losing <wrttnatfon and would not be expected ^^^^^f^^^^J^^^^^ 
men Fta 6 identifies mathematical probabilities and expected values associated wrtotte spec^ W-bonus out 
comes to a 1-coto JACKPOT PARTY™ game FW the FVFVFV (la, tt^ 

REEL* columns of FIG. 6 indicate toat there are 3, 9 and 3 reel positions that will r>upport theconUnaHoa Ttte rs 
becaiwtlweare 1.3 and 1 party favor syntoote^ 

ore probability of 0.01 3889 (1 + 72). Because there are no predetermined pay values associated wito the bonus game, 
the -Expected Pay" values do not represent expected payment amounts perse, but rather identify an average pay 
aroun^wt^r^ta 
^cTtoTb^gaW^deta^ 

gl^wfthtoe borJg^me outcomes identify in FK3. 11, the expected pay for a bonus game is 2057152 corns or 



(00281 Therefore, toe total exrxx^ pay of toe FV™ 

Sed^eof the bonus j£*He^ from the FV FV FV contolnatton te 0:2857 P^je^JmH). . 
35 For the -surprise- J7 OR SL oontoination (la. Jackpot 7. 

especSve J7, OR and SL syrrtxrs occupy only one urt^posiliononeechreeLThtetebecmjs^ 
bto^P^rramrr^tvtoepr^^ 

thetentor payOne The J7 OR SL corrtotoation will therefore -hit" only 1 time (1 x 1 x 1). which equates to 5.632 pulls 
oer hit 15 832 + 1) or a probability of 0.000171 (1 * 5.832). For a 1-coin game, the expected pay of toe tonus gamers 
MJ^K; «£ ttoSSTtoe total expected pay of the J7 OR SL outcome is 20*7152 (1 x20^152). The 
^cted value of the bonus game resuming from the J7 OR SL combination Is 0.0035 (0 0001 71 x 20-57152) 
ro0301 For both types of parties combined (ag., tor the FV FV FV and J7 OR SL corrfcinafions con*toecO, there are 
R ™ wSS, to 71 .1 2195 pute p» Nl (5.832 , 82) or a probability of °<»^ <^ 

total expected pay of toeFVFV FV and J7 OR SL outcomes combined (for a 1-coto game) is 1686.865 f 1 **®- 2 ^ * 
^^and^cortrfoutiontoexpected value a 1-r^ game) b 0^(0^ +0.0035). This value is added 
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to the payc<it percentage of tte 

binei Fbra l^game. me payout percentage of th^ 

Joi^r^2<w3<o^ 

ueswffl remain the same for each "s^ 

game, there Is no Increase hi the number of acfive payfeies fa increase 
birtatx* win trigger pla* of 

are displayed in any of three Display positions of the stot machine 10. Simflarty, the J7 OR SL corrbtnaton wifl trigger 

play of the bonus game, independent of the nurito of coins played, when a is* 

slot machine 10. Tne "Expected Pay" values for tta 

coire played but to maintain apo^^ 

adjusted siightJydowriwaxd as the r^ 

out percentages of the basic game. More specific^, as discuss^ 

payout perceriteges between me lK»ln aiid 

to adjust the bonus game payout percentages to lower me hoH percertage <>f tte 
gama TOs inay be accornpOshed by redu^ 

of hoW percentages for me basic game and bonus games combined is within me 4% criterion. In one embodiment, 
bonus game "Expected Pay- amounts are adjusted for each number of coins played so that every number of coins 
played wfllyield a payout percentage of about86%. 
[0032] Ra 7 summarizes the various payout percerte 
andborusgan**corrtonedasafurK^ 

of the combined basic and bonus game varies between a maximum of 8^17998% (for a 5<omoam^ 

86.01819 (for a 4-coin game), thus presenting a spread of orty 0.16%. which teweflwimm the 4% orterfoa 

shows rionnaJzed "Average Borws - values forme 

produce the desired hold percentages. It can be seen ttat me nonnafized a 

rajntK* of coins played, from era 

"ActuaT bonus values for me respective garnesnriay be computed by siinplyrt 

rainier of coirts played Truis. for exan^ me average bonis g^ewiO award 85 coins (17.0002 x 

[0033] FK3s.8arid9ffliistratevarkxgas 

ment. me bonus game Is implemented on a display 32 of me type shown m Fia ^ 

stotmachina It wfll be appreciated, however, that me bonus gan^ 

games other than spinning reel slot machines and/or with alternative forms of video displays. 

[0034] Ra8aiustratesaredajig^ 

one ernboaiment me grkj 40 consists of thi^ 

a selection element or \vindow" assayed w^ 

8 by respective reference numerate 1 0 1 through 1 30. are initially masked as shown In FIG. 8 so that the various out- 
comes corresporx^ to the windovvs are hk^ In one ernbodiment. me outcomes consist of 
various numerical outcomes (such as, for example. coirV^^ 

for example, "end-bonus" outcomes). The various type(s) of outcomes and the values of the numerical outcomes are 
predetermined by the game program accon^ to the type of bomis c 
ment. according to the number of coins or aedits played) but me pfaee^ 
miration of which selection elements are to be associated wim me various outcon^ 

gamecontroner. Arrangemert of me various oiitcoines, o^ remains fixed for me Amnion of the bonus 

game. The arrangement of outcomes is reacccn^ed. rwwever, up^ 
each iricSvklual borais game wffl genera^ 

that me depiction and arrangement of selection elements, the numbers) of selection elements and the c3stribut*n of 

possible outcomes associated wfth the selection elements may be varied accoftf^ 

me selection elements may be depicted as grapr^ 

be provided in fewer or greater iiunrtere man descrtoed herein. 

[0035] As play begins, trie player is proin#^ 

ated that any of several known player control devices may be utflized to inplemert me s^ 
erntxxlimentanananatedTTarxf 

depressing a designated -select" button when me riand Is poiittiiig to a desired selection 
hand) prior to the selectxxi of tta 

or may be controlled by me player depressing various buttoris. manomerentxxfr^ 

the desired window is selected by simply touching the screen in an area over the window. The selection of selection 
ei ement(s) under player control is a novel concept which enhances me excitement of the bonus game in relation to 
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types of bonus p^mes known in ^ 
errfirer/bytogamepiogram^ 

mo^ S Uponselectk^ 

selection element to be revealed on the tfsplay 32. Coin(s) or creol^ 
the selected outccma The av^ 

be deferred untfl completion of the bonus game. As an exarrple, suppose that me outc^ 
101 though 130 are as shown in Fia 9. In tfe 
the outccrr* associated with w 

present example would be windows 101-105 and 107-130) remain masked so as to continue to fide- their respective 



100371 tn an ernbodirnent irKiuolng 'encHwnus- outcomes {e.g.. the PARTY POOPER symbol tn FIG. 9). the sele<*on 
ot en erxHxxius outcome causestogaw 

come causes the corner to pronpt the player to niake other selects 

is selected Thus, continuing the present exanple. suppose trial atterriavirigcr^ 

artayerchoc^win*w117fo^ Selection of window 117 will cause the gajne controflerto 

reveal the outcome associated wim window 1 1 ^ 

the controner to end the bonus game. CKherwise. if instead of win^ 

player had chosen window 1 16 (or any other noivPARTY PCX)PER winctow). the conti^ 

outcome associated with the selected window arid prortptedtrte player to 

ues for each successive selection untfl an end-bonus outcome is selected 

[0038] In cxieentxxlimer^ the outcomes con-e^ thrajgh 130 of the grid 40 are based ontfte 

MONOPOLY™ board game. MONOPOLY* is a trademark of Hasbro. Inc. and Hasbro International. Inc.. Pawtucfcet 
Rhode Island, used with permission by the assignee of the present invention. In this embodiment, the outcomes coto- 
sconcing to windows 101 through 130 may Include, for example, properties (e.0.. Boardwalk, Park Place, eta), utilities 
(eo Water Vwjrks.efc.).raBroads^ 

TO JAIL" squares), m the MONOPOLY™ game, as In the JACKPOT PARTY™ game, me selection of an end-bonus out- 
come causes the game controller to end the l»raK gain* Otoerwise, to 
controner to award coin(s) or creeps) correspondmg to the selected 

other selections), one at a time, untfl an end^onus outcome Is selected n ^ ^ u . . 

[00391 Thus, In the MONOPOLY™ game, a player couU perhaps seletf Boaidw 

dens for the second selection, Short Lto Raflroad for to third selection, and so on unta selecting a ^GO TOJWL 
square. Coirtfs) or credits) are awaidediixw to selection of each p^ 

of coin symbols In the JACKPOT PARTY™ game, with the exception that supplemental cotn(s) or credits) are awarded 
in the MONOPOLY™ game H the rjroperty selection -completes- a particular color group (ag., yellow, red greeoUue, 
efc)ap«»ertytypegr^ 
SideVS 

or aedtfs) awarded upon completion of a gro^ may comprise a r*^^ 
MvkfcaJoutcc*^ 

and the selection of Park Place is worth 40 coins or credits. Ha pla^ were to selects 
in to bonus ga^ and thereby corr^ 

award of 90 cotn(6) or credos). In addition * to Wvidual awards of ^ 
Placa The conpletion of any other cc4org^ 

to the particular group, as defined In to game program. It win be appreciated that any of several alternative pay 
schemes n^ be implemented in the game program. „ _ ^^,„i*~>r 

[00401 inoneenfootfmentuponselecticriofBJienc^ 
mmedtoexerciseaWabonus game rescue 
an erxHx>nus outcome ajxicc^ 
iseridedurxxitoselectionrf^ 
. JAIL* square will ordinarily end the bonus game. If, however, a bonus game resource such as a ^3ETOUT OF JAIL 
FHB^S has p^nobLied the player may exercise or W the ^GET OUT OF JAIL FREE-^to^e^ 
selection of a "GO TO JAIL" square, and thereby continue playing to bonus g^ 

OF JAIL FREE" card is obtained In a basic dot machine game upon to occurrence of one or more CHANCE symbols 
oW^ontoreeteofastot 
; ctrt^aTIETOUTOFJ^ 

-d may be exercised in to bonus game accorolngtotogaiiieprog^ 
3 selection of the m QO TO JAIL' symbol Exercise of to bonus game resource, if available, may be accomplished 



automatically by to game controller or In response to player input 
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mo4l] to one embodiinertt when the bonus qar^ 

cxitwmes associated wimtte 

contained eno^borasoutcon^ 

or creoitfc). Fia 9 is eji ejfflnple of a bonus o^nie <fi^ 

RQ. 9 are associated with the JACKPOT RfcRTY™ bonus game, fri the JACKPOT R^RTY™ game. 24 of the tiles are 
associated with an award of com(s) or credos) and 6 of the tiles are associated with end-bonus outcome. The ties 
associated wim me award of coin^ 

of the award identified on the face of the coin. THe tiles associated with enckbonus outcomes are designated by a 
PARTY POOPER symbol. As noted above, the particular arrangement of the tfles is unique to each play of the bonus 
game. Thus, for example, me particular arrangement of FK3L 9, with PARTY POOPER symbols Displayed in windows 
101. 105, 108. 1 14. 117 and 130. is not likely to be repeated in any other bonus game. 
[0042] In one embodiment after tfsplaying the entire fw a few seconds, me garra 

to restore me screen to show only me selected win&ws. men pays c^ selected win- 

dews. The win total in me JACKPOT PARTY™ bonus game is me sum of me selected "coin" symbol awards plus one 
coin (in a 1«coin game) for the PARTY POOPER symbol. The PARTY POOPER symbol will result in an award 2 coins. 
3 coins, 4 coins and 5 coins, respectively, in a 2-coin. 3-coin, 4-coin and 5-coin game. The award of coin(s) for me 
PARTY POOPER symbol assures a winning outcome in me bonus game even if me PARTY POOPER symbol is me 
first (arri last) selection in m 
attract mode arimaticnuntfl me next bor^ 

[00431 In one embodiment the win amounts associated with me various windows are varied depending on me 
number of coins played to adust the rjaycut percerrtaoes of the o^ 

as discussed in relation to FK3L 7. the normalized win amounts in the bonus game must be reduced as me number of 
coins played Is increased. This is acccmpfished by reducing the normalized win amounts available in me individual 
\«ndows" as me number of coins played is increased 
[0044] T0 10 identifies me varfousnonn^ 

JACKPOT PARTY 1 * bonus games. The left hand column of FK3l 10 identifies 24 \vindows," numbered consecutively 
from0to23 mat are available to contain win arrwunte 
g^ These 24 >vindows" not cor^ 

of me bonus game depending on which wiridowscoinaintrw PARTY POOPER taes^ 
t^ me me rwrmafized wm anxxints avaflaWe in me 1kx^ 
games. The actual win amounts available for me various gainesrr^ 
ized win amounts by me number of coins played. Thus, for example, me a 

game are 2 times that of me riormafized win amounts, me actual win amounts associated with me 3-coin game are 3 
times that of me normalized win amounts, and so on. 
[00451 to ore emboriment me average^ 

(normalized, non encHxxus) window values for 2-coin, 3-coin, 4-coin and 5<oin games is &541 667. 5.375. 5.166667 
arid 4 666667. respectrvely. For a 1<»m garri^ 

(3 occurrences). 4 (2 occurences) . 5 (8 occurrences) . 1 0 (2 occurrences). 1 5 (2 occurrences) and 20 (1 occurrence). 
For a 2-cocn game, the specific normalized window values are 1 (2 occurrences). 2 (5 occunences), 3 (3 occurrences), 
4 (3 occurrences). 5 (6 occurrences). 10 (2 occunerices), 15 (2 occurrences^ 
the nonnafized window values are 1 (2 occurrences). 2 (6 oa«rences). 3 ^occwen^ 

rences). 1 0 (3 occurrences). 15 (1 occurrence) and 20 (1 occurrence). For a 4-coin game, me normafizedwincfow val- 
ues are 1 (2 occurrences). 2 (8 occurrences). 3 (1 occurrence). 4 & occurrences). 5 (6 occurrences). 10 (3 
occurrences). 15 (1 occurrence) and 20 (1 occurrence). RiiaJly. for a 
(2 occurrences). 2 (9 occurrences). 3 (3 occunencas). 4 (2 cccurrericas). 5 (4 ocw 

occurrence) and 20 (1 occurrence). 

[0046] For any grvennurrtoer of corns 

to non-POOPER wirdows arid are evaflaWe ^ 

oi)ce deterrrtnecl remains fixed tor me oration 

windows is reaccompfished, however, upon subsequent plays of me bonus game so that each individual bonus game 
will generally have a unique arrangement of outcomes in the grid. 

r00471 FIG. 11 surnmarizes the various possible outcomes of me JACKPOT PARTY™ bonus gam* The minmium 
possible number of successful choices is 0(eo.. where the 1st sd 

the 30 windows contain win amounts and me remaining six windows contain PARTY POOPER tfles. me maximum 
rturrtoer of successM choices ma 

25m selection being a RARTY POOPER t3e). The entries in me left hand column (XHOICE") of FIG. 11 are numbered 

consecutively fromO to 24 and corresporrftomevanouspossMero 

pie. corresponds to no successful choices (eg., where tf« 1st selecfion is a P 
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sponcte to one successful choice (6.0* where the 1st selection is a win amount and the 2nd setecfion b a 

POOPER tile), and won unO reaching where thefirst 

24 selections are win amounts and the 25th selection Is a PARTY POOPER file). 

100481 Trw^end"cctunviinFiai1iiKfcates 

UrJoutcome, whereas ^ 

orobabffity that the preceolng choices 

ticuter choice nunt>er is cornputedbyrrUfiplyiiigmeprobabn^ 

choice) by the probability that that particuter choice, once reached, wfl^jnar. ^^^^^^ 
mmtoer of enoM)onus outcomes dvkjed 

0) mere is a 100% probability of reaching trudchtfce because every bc>r^ 

safe" value for CHOICE 0 is therefore 1.0. The probability that the first choice wffl result in an end4x)nus outcome is 0^ 
(sixencH>onusoutcornesdi^ 

The ^ safe - value of each consecutive choice fe 
no a> owo nu-.^r- < . - « ^fe- ^h. a rj-iTHP.r= o M m minus the "% 



xO.2). 
[0049] 



of the last choice. Thus, the -% safe" vatue of CHOICE 1 is 0.8 (me •% safe" v^ 
end- value of CHOICE 0 (0.2)). The probably that the second choice, once reached, will r ^ ^ e"**^^* 
come is 0.20689 (six erxi-bonus outcomes divided by 29 remaining window choices). The -% end* ^ e ^^J^ E J 
is therefore 0.1 6551 7 (0.8 x 0.20689) and the -% safe" value for the third choice (CHOICE 2) is 0.634483 (0.8 - 1 6551 7). 
The -% end- and safe" values for each of the remaining 24 successful crioices are computed in sin^^ 
roosoi The -Pays" column in FIG. 11 idenffiies the various cumulative pay values associated with each successive 
crioice\ on average. ina1<oingair^ 

the selection of a PARTY POOPER ffle results in payment of 1 coin or credit The "Pay" value for any other nunr ^ e f°' 
successful choices (other than CHOICE 24) is computed by multiplying the choice number by the average wwtow 
value, then adding the value of the PARTY POOPER tfla Thus, for example, in a 1 <oin game with cnesua^chace 
(CHOICE 1) the "Pay" value is 6.70833 (average window value of 5.70833 plus 1 for the PARTY POOPER file). Upon 
reaching CHOICE 24. a bonus of 67.7 coins, on average Cm a 1 -coin game) is added to the previous "Pay value, 
thereby causing the cumulative pay to be 20X) coins m a 1-oom game. . . _ 

[00511 The -EV column in FK3L 11 identifies various intermecfiate values associated with each successive choice 
which leads to computation of an overall expected vaJue for a l^nganta The© 
number is not represented by the EV value in Fia 11 but ratter is represented 
for example, the expected value of a 1^n gai^ 

with CHOICE 8). The expected value of the entire game, rwwever, is 20.571 52, me value at m^ 
uma The EV value for CHOICE 0 is 1. The next consecutive EV vabes are 

EV a (%SAFE) x (Pay - Previous Pay) + previous EV . Thus, for example, the EV value associated with CHOICE 1 is 

0.8 x (6.70833 - 1) + 1 « 5.566664, and 60 on The EV value associated with CHOICE 24, which is me EV value for me 

entire game, is 1.68E-06x (199.9999- 1325916) + 20.57141 -20.57152. 

[rj052]^2^3<dn.4^ 

ticaltothatof FIG. 11 but trie Tays" and -EV* values v^c^ 

ferent PARTY POOPER values of me mulfi-coin games. Computation of these values is relatively stiaightforward and 
rtw be easily accornpfished by trra J 
TwttbTa^^ 

ambodiment of me JACKPOT PARTY- bonus game but the present invention is neither Bmrted to me JACKPOT 
PARTY* bonus game nor to a particular ernbodiment of the JACKPOT PARTY 1 * game. On me contrary, ^^p™^ 
game according to me present invention rriay be irnplemented wto 

merits of me JACKPOT PARTY- game which may include, for example, different numbers) of windows. Afferent 

numberfs) of coin-award windows) and/or encrbonus outcomes), different values (or different average value) of com 

awards, different payback percentages, etc. Trie presem invention rr^ 

comes. asdescribedabovemrelationtomeMOWPOlY-gai^ 

[00541 FKXl2isabtock<fao^ofagairi* 

trtfer36endalocalvWeoc3spty 

cable(s)38 Thedata cables) 38, whWirra^ 

nication between the CPU 34 and me display controller 36 at a rate of 9600 baud, or aprxoodrnately 1«000 bytes every 
second. The program information includes operating cornmands for controlfing me video display 32 of thegammg 
machine 10 and game activity commands for specifying rricdes of open^ 

» the aaming machine 10 to operate in "basic - or Txanus" mode). 

[00551 The display ccnwiands include pack^ 

sprite animations, text printing and text banners to be c5splayed by m^ 

-bonus- game The display controller 36 exBcirtestte video coeratin^ 
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[00561 in one en*odiment, the display controller 36 takes the " 1 %^ A ^J^* ^ 

ba^cna68HC11 process 44 art usesaXBnx 

^an RS-232 interface 48. an interface to external SRAM 50 and bonk switching for program P ^J* ****** 

S3S E c£^«Ud. as in«**ed. with the display 32 art ^-^»j^»SJ2*-* 
CPU ^^d^decode. flash decode art page register 56 is also operativeiy coined with the CPU 44 lor 

addressing the PROM 52. _ . n| 

100571 The program PROM 52 stores control software, intermediate instructions art data necessaryto control oper- 
Erf thTdSy^ m response to instructions from the CPU 34. The dato PRCM(s) "*?5* 
datanecessarytoai^gn various values^^ 

^Jan^fonts. frarnk sprites, frame animations art sprite animations to be disptayed by the "bonus 
mrte or attract rrwfe Tne PROM(s) 52 art 54 may <»ttpr^ 
sewatemawry -cHps") or may comprise foncttonafV separte rtierr^ 

known in the art. including volatile or writabte memories. MM1Jm * -s™,** 

[0058] In orwenfccdimertt me display 32 comp^ 

of 192 -pixels.- The pixels are separately actuataUe. preferably at a rate of25 fun frame* P^^«"«V to «™ 

a graphJcslfcplay which may include, for example, arirretrt chancers, terf ^ 

eJerXdth7a^32ma^ 

pla^ fte eo<anvle?1he display 32 may comprise a CRT, IED. LCD or elettoo-luminescent display ■**J®[*' an 8 
rnaSc SaT« rnay conX a doSnatrix cfi^ay having fewer or greater nurrterscf pb^ " * « n ™*" 
ment of^ than heretofore descrtoed. The disptay 32 may <=°y^J^ZI!^Z^ £Z T^e 
merit wheJethe dfeplay 32 comprises a rnortocfooro d*^. the paefe are 

discrete intensity levels to ermiate three or more shades of "gray." 

, S Thed^32isrrtnrr^tosr«wi^ 

olav both the baste game art bonus game, m other words, the basic game art bonus game may be fomented 
ent^v^ 

mussed in FKJ. 14. designated generally by referer^numertCT-The 

type art/or sire of video game Including, for example, coin operated videogarnes^tert+e« San^mtaoproc 
, eWorKVdrfvenvldeo^ThevWeooameeOI^ 
elart a graprucs display 68 Th^ 

t^OM embodiment, the memory utit 64 includes a readonly rr«m«y(ROM) 68 for flame 
SUhics art audio associated with the video game 60 ^^^J^^'^J^, 
5 tomo^vari^s operating instructions art data for operating the video Oan^The ROM '^^^^^^ 
tesfts^cortenT^^^ 

Smate wWnT^eogame 60. The bett^baied RAM memory 70 is volatile but rotate its <^ 
asWlsprovMed.eltr^ 

me^ereTwhen appropriate (e.g.. m response to *ange tn cperatonal «^ »» «*» SEXSS 
* ajvredalrtthatthertKmxyunftMrnaybel^^ 

RAM.arr^betrtegratedonasiritfemerr^ ^ lmM!mMali1tmxi , an 

(00611 TnegajTiecontroner62coritro«splayo*fhevkleoga^ 

Sx W«fa^72. The game controller 62 may «nprise a rrtoo«^ 

devfoefor executing oonWd the video game 60. The operator 
« ioS teypads, touch^creens and the like. The game controller 62 executes control software ,n me mem- 

o^aSSto»Ser inputs and comnunlcates tt» resulting video g^ 

LCD. dot-malnXelectro-lurrinescem display or any othw . 
raott]h^en*odimert. the operator interface 72 comprises a tou*H^ de^y couplrtto ^ *P** «; 
so PtayeV i^xTare provided by touching the tc^ screen 72 at tc«* points drectiy abcvevancx* T<eys 

^er^ecifiedereas withe display 66. The controller 62 maybepogrammrt to display the variously or key 

iS^^S^SS^M^ to control software in the ROM memory 68Jhe-Keys- or 
S^bed^yrtbXd^ attract m«te art during active play of the game. !" 

of the dteday 66 on which the bonus game window(s) are displayed. . 

SorajThe tou* screen (not shown) defines an X-Y rnalrix <* touch respor^ pomts posfcor^ 



EP 0945 837 A2 



CMrfytno the "keys" ol the cfisplay 66. In one eirtxrfmertthetoueh^^ 

£^cn™» available from McreTouch Systans. fnc, Meihuen. MA. It wffl be W^c^ hwwer. o^w 
^^^SStauctecreens *wwn in the art may be used k. the aearTel^ touch ecreen^^sappOod to 
toefour comers of the touch screw to create a uniform voltage field about the touii weea ^pre^ troma 
finoer or stylus Is appfied to a selected touch point ol the touch screen, cun^ te dram from the atteo^ tc«* 
s^mpioporltontotne distance o» the touch poirtfr^ 

shown) evaluates the eurent flow to detect the coordinates ol the touch pomt The game carrtroOer 62 drt 
whether ihe touch point coincides wHh any -tay(6)" on the underlying display 66 anAHs^pettomis a f«K* 

exartnle. pressing the touch screen at a location Aedlyahove a displayed winder 

"select" that window, to display the bonus game outcome associated wito that window and award cornW^ 

approp ria te. 

[0064] tna video game, pressing of a particular W generally causes me game con^ 

carne activity on the graphic cfisplay 66. The game activity may cause the game controller 62 to penocQc&Oy redefine 

the controfler 62 initiaJIy causes kByo^^ 

outcomes and. as a result of game activity, causes the windows to reve^ 
selected windowfe). Pressing me toucii screen above the wino^ 
controller 62 to perform a tffferert fundton thari ft 

ticutar game outcome. _ , . «. 

[0065] FK3L 1 5 depicts one embodiment of the JACKPOT RAHTY" game Implements ^ 
embodiment, me basic game is rn^lemented wfft 

by either pulling a (ever (not shown) or depressing a push button («« shown) on me video gaiiwt».T 

then operates according to Us game program to select a game outcome (^-.J** - ^^^^^^ 

aparttSar reel -stop posrfion- and causes each of toe reels 72. 74. 76. 78 and 80 to stop at the preselected stop poa- 

twn. The -stop" posffi(x>ot toe reefers illustrated by vajioB 

slot machine game. Wiring "basic- game outcomes (efl, synfcol corrtftial^ 

ite) are idertrHable by apay table (not shown) affixedtoordi^a^ 

CN66] ta theiIIu*ated4n*odirT^toer»arefi« 

of the payfines are "active- regardless of the number of coir*,) or credos) played. Any number from one to nmety 
corn(s)aae<frl(s)nwbeplayed.W^ 

a^oTspteyed*«^er any of toe active payfines. Payfines 122. 124 and 126 extend horizontajracross toe five 
reds 72. 74. 76. 78 and 80 in alignment wrto. respectively, consecutive center, mper and lower syntoctew each reel. 
Payfine 1 28 extends In a "V pattern In alignment with the upper symbol of reel 72. ^^J^^^J^^Z^t 
I reel 76. center symbol of reel 78 and upper symbol of ree.80. Pa^el^exter^taa^^r^ln 
afigrwertwHh the lower syrrfcol of re^ 

and tower symbol of reel 80. 

[0067] n »ditx) appreciated, however, that alters 

rnent d the present k*m*n*+t*vw*Mc n to «<^^^^5^ wto0< ^^ a ^!?l^: 
bo«K- syrrW appeare on any three conseoitive reels h an^ 

^W^ugh potions do not correspocxt ^ f^lSL^^ * 
machine (mi), the «>pearanc»rf 

cperaSon from toe ba*W»toa bonus game. In another embodiment, the ^^""^J™**™ 
^ flie appearand of a special syirtool contt^on « 

BecmrS^corrfcto^Tis not Identified on the pay table, it is a "start-bonus- conttnat^ wtoch play^wOl 
consider to be a k*i. .g oortttnalion and, accordingly, represents a surprise winning corrtoinaton to the f^™"™. 
to^oradefittona^ occurrence of "S^ 

bol cwrtx^on (ag.. "tanus^esourco" outr^ 

•xerdrt* In toe bonus game The occurrence of -bonus^esourca outcome(s) may also cause the game corrtrotJer to 
award coin(s) or credrtfs) In the basic game, tn one entoodirnertt the game corrt^ 
n^aCtoeocc^ofabom^^ 

mav occur through several repetitions of the basic game (causing the game controller to generate a corresponding 
ZKbo^saame resources) before eraertng the tx>ms mode. Hat all «*x>n the o 
^^^^resourca^ 

expectation in the bonus game, to one errtwSir^ for exanria a boms ganie resource is usaU 
erwise^estred outcome of the bonus game ^example. In a rxxuBgaiT»l«iu(^ one or inore enrHxnus" out- 



s 
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come(s)whk*wouM<^ 
end-bora* outcc^an^ 

as a muftpfier (e.g.. 2* 5X. 1 0X, etc.) of com(s) or credos) awarded in a bonus game. ^ * ^/^^ 

played in corgunction with a bonus game outo)rne waro^ 



10069] AccorolngtooneembodbneiTttte 

symbols per reel In one embodiment the payout rates, hit rates, total Nts and total coins paid for the basic game 

increases directly in proportion to the ixmt>ers of coiiis played Thus, if a pa 

credits with one coin played, that same conttnatton wffl pay 1W cote 

[00701 Lite the basic game descrfoed in relation to Ra 1. to video Tjasic" game also 

c<rteomes(aQ., special sym^ 

to a bonus game. In the video JACKPOT PARTY™ game, one such cornbinatfon is characterized byto display of a 
-Party Favor symbol on any three consecutive reete, in any <fisp4ay position, causing the game controDerto enter a 
bonus game "party.- Another special combination is characterized by the display of respective Jackpot 7. Orang^and 
Special Lemon symbols in to 
to enter a borws ganie "party.- Both of mese spedal s 

they cause the game controller to shift operation fromtobasicpametoaborwsgan^ 

in response to the Jackpot 7, Orange and Special Lemon combination is a "surprise party" because, since meJackpot 

7 OrarweajxiSpeaal Lemon sy 

tfons, it is an apparent losing corrtfration arid woukJ r^ 

winning expectation. 

100711 LB<b to bonus game described in relation to FlGs. 8 and 9, the video "bonus" game is displayed on a 6 x 5 

rectangular grid consisting of thirty selection demerits or 

coma The outcomes consist of various rturnerical outcomes (such a* ^ 

ious norHuimerical outcomes (such as. far example, "eno^bonus" outcomes). The various type(s) outoomes andto 
values of to numerical outcomes are predetermined by to paine pro 
is b«ng played (and. h one enix^ 

outcomes in the grid (eg., to determination of which selection elements are to be associated with to various out- 
comes) is randomly determined by the game controller. Arrangement of to various outcomes, wee determmed, 
rerrfiinsfboed for todiratta 
sequert plays of to bonus game so that each 

rar^ m i^ 
outcorneaconespor<^ 

a touch-screen ernboliment of to video game, selectkxi of me wir^ 
screen ban area directry over to desired wind^ 
corrie associated wrm to selected wind^ 

continue to -hide" their respective outcomes. Coin(s) or credos) are awarded as aprxopriate. corresponding to to 
selected outcome. 

[00731 In an embodiment Including 'end-bonus" outcomes, the selection of an e™ 1 ^^^";™ f l ^f!^fT 
controaer to end the bonus game. Otherwise, the selection of any other outcome causes the eontro^pro^ the 
player to make other se!ection(s). one at a time. unO an e«H>oruB outeonw te selected to cne er 
selection of an en*bonus outcome, the player is permitted to exercise « W a bonus flame resouiw 
comprise, lor example, a "GET OUT OF JAIL FREE" card In a ™^"^^^°}«^ r ^^*^ 
obtainedtomebasteganifttooyercomeiw 
bonusresourraa/e available, the bon^ 

bonus oame has ended, the outcomes associated with the entire orid are rewaled. as discussed inre^ to na 9^ 
K^een*odimentot the video "bonus- flame <*^«-W^n^9^^^y^to 
the same described in relation to FIQs. 8 and 9. in which 24 o» the taes are associated** en 

. cred^andemthetaesareassodatedwim^^ 

each play of the bonus flame. Thus, for example, the partatararonflememofRafl.witoPAmYPOOPERsyfrtXJls 
displayed in windows 101. 105. 108. 114. 1 17 and 130. is not likely to be repeated to enyomer bonus flame. 
flWTS] In one embodiment attar o^etioncnthebonusaan^theflame controller «uses the «*re^f » ^ 
played for a few seconds. Ihen restores the screen to show only the selected vmidows. then pays out tte 

s ^edwim the selected wirxtows. The wfot^toto 

^rMamj^s^^^e coin tor the PARTY POOPER symbol for each coin played, which may be up to ^ J**" 8 

videogame enfoocflment Qenerelly. to an ^ game, me PARTY POOPER syrifoolwlB result to an 

or credits. The award of coin(6) for the PARTY POOPER symbol assures a winning outcome (n the boras game even if 
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the PARTY POOPER syrnbol is toe fast (ai^ 

in one entxrfment wffl display an attract mode animaifonuntflta 

[00761 tnoriearixxfimentlhen^ 

of the number of coins played- Thus, the nonnalized average bonus also remains the same for arty number of coins or 
played TWstei^ 

(and in which me normalized average bonus decreases) in relation to the number of ^P^^^^^ 
where muttiple coins or credits are played, the actual average bortus value is 

average bonus by the number of coinsplayed. . . . ,. fl94 

[00771 SpetificaDy.maieem^ 

r*r>POOPER windows are 1 (2 occurrences). 2 (5 occurrences). 3 (1 «xurrerK»M(1 occurrence). 5 ^ 
10 (3 occurrences). 15 (2 occurrences) and 20 (1 occuner**). The average (rw en^ 
is therefore 6.0. regardless of the number of coiro rjlayed Trw acti^ 
becorrputedbymuttir^ 

the actual win amounts with 2 coins played are 2 times that oltr* 

3 coins played are 3 times that of the normalized win amounts, and so on. 

[00781 For any gjven number* coins rjlay^ 

POOPER windows and are available to 

determined, remains fixed for the durafion of the bonus gama The arrangement of win amounts and POOPER windows 

is reaccompfehed. however, upon subseo^ert plays ol me borais game so tn^ 

aflv have a uniaue arrangement of outcomes in the grid. 

[W79] ThVvariousposs^ 

the outcomes identified m na 11. Asdi^^ 

bonus game ranges from 0 to 24. The *% end" and "% safe" values for me various choices in me JACKPOT ^^J^ 
video game are identical to those identTiedmr^ 11. The Tays" and lvalues to 
theses manner as those 

^% safe" values wffl again be Identical to that of Rail but trie Tays" and "ENT values wifl oOfto 
average window values and different PARTY POOPER values of me multi-coin games. 
mow WrdlemerjresertiriventfonrtK 
skffledmtheartwfflrecogrfeetrtatm^ 
the present inwnfio^ 

spirit and scope of me claimed invenfiori. wWch te set form m m 



Claims 

1. A gaming machine comprising: 

apfccessttforcorrtroffing game play in a basic mode and a bonus mode 



s 3. 



tr« processor operating to trie bas^ 
sWebasfc obttio outcomes, the 

tion of which causes toe processor to shift operation from the basfc mode to toe bora* 
me pmcessor operating to set-up a bonus game by defining a plural 
outconx^ me bonus game outcor^ 

causes the processor to shift operafion from the boms nxxle to toe basfcrnode; 
mearts for selecting to me bortus rnco!e under rj^ 
encountering an enoVbonus outcome; and 

means for awaralng credits based upon me selected bonus gajro outcomes. 

The gaming machine of daim 1 further ccrnprisirnjaoTs^^ 
from^p«x^ 

bonus game outcomes during play of toe bonus game. 
Theoaminarrachmetfc^ 
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4. The Qaningmacttne of daiml wherein fte means far selecfing Is opefatte in the bonus 
tone, said one or more bonus game outcomes urtffl the selecta of ai e^ 

5. The pairing machine of daim 1 whensin the basic oanro comprises a stol m 

tor showing a number of symbols on one or rnore reels, the possWe basic game outcomes 

ble combinations of said symbols on said reels, one ol the cornbinaiiore^ 

rence of which causes the processor to shift operation from the basic mode to the bonus mode. 

6. The gaming machine of claim 5 wherein the start-bonus outcome is characterized by the display of a designated 
start-bonus game symbol on one or more of the reels. 

7. The gaming machine of claim 5 wherein the start-bonus outcome is characterized by the display of a designated 
start-bonus game symbol on each of the reels. 

8. The gaming machine of daim 7 wherein each of the reels have three display positions, the start-bonus outcome 
being characterized by the display of a designated start-bonus game symbol on each of the reels in either of the 
three display positions. 

9. The gaming machine of claim 1 wherein the borws game outcomes irx^e a number 
comes and a number of encVbonus outcomes, the ineajts lor awa 
vaJue-associated outcomes selected in the bonus game. 

10. The gaming machine of claim 9 wherein the means for awarding credits is operable to award bonus game credits 
proportional to the sum of the value-associated outcomes selected in the bonus game. 

1 1 . The gaming machine of claim 10 wherein the means for awarding credits is operable to award said bonus game 
credits in response to the selection of an end-bonus outcome in the bonus game 

12. The gaming machine of daim 10 wherein the means for awarding credits is operable to award credits equal to the 
sum of the value-associated outcomes selected in the bonus game. 

13. The gaming machine of daim 12 wherein the means for awarding credits is operable to award said bonus game 
credits in response to the selection of an end-bonus outcome in the bonus gama 

14. A method of operating a gaming machine under control of a processor operable in a basic mode and a bonus 
mode, the method comprising the steps of: 

selecting under control of me processor ^ 

possible basic game outcomes, the possfcle basic game outcomes including a start-bonus outcome; 
shifting operation d the processor fro^ 

start-bonus outcome, otherwise, continuing operation of the processor in the basic mode; 

setfir^ up under contrd of the processor a b^ 

bonus game outcomes inducing one or more end-bonus outcomes; 

selecting under player control one or rnoreol the bomis game outcomes 

an end-bonus outcome ; and 

awarding credits based upon the selected bonus game outcomes. 

15. The method of claim 14 wherein the step oi setting ijp the borws game comprises 

displaying a plurality of selection elements; 

associating each of the selection elements with a bonus garoe aitcome. the bo^ 
value-associated outcomes and end-bonus outcomes; and 
concealing each of the bonus game outcomes upon initial play 

16. The method of claim 1 5 wher^ encountering 
an end-bonus outcome comprises the steps of: 



selecting, one ma time, uno^ player corrtro^ elen^nts in the bonus mode; 
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reveafing, for each selected selection elerrierit trie associated bora* 

determining under processor control for each selected selection element whether the revealed bonus game 
outcome comprises an end-bonus outcome , and 

shifting operation of the processor fron me bores mode to the be^ mode if the reve^ 
3 comprises an end-bonus outcome; otherwise, continuing operation in the bonus mode. 



17. The method of claim 16 further comprising the steps of: 

revealing, prior to the selection of an end-bonus outcome, only the bonus game outcomes associated with 
10 selected selection elements; and .... 

revealing, upon the select 
selection elements. 

18. The method of daim 16 wherein the step of awardng credits comprises the steps of: 

is 

surnming the value-associated outcomes selected in the bonus game; and 

awarding borrus game creo^ 

game. 

20 19. The rnethod of claim 18 wherein the step of selection of an 

end-bonus outcome in the bonus game. 

20. The method of claim 16 wherein the step of awarcfing aetfts comprises the steps ot 

25 surnming the vajue-esscctated outcorries selected in m _ _ ^ 

awarding bonus game credits equal to the sum of the vaJue-associated outcome 

21. The rnethcdrf claim 20 wherein the step d 
end-bonus outcome in the bonus game. 
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Fig. 3 
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PAYOUT SUMMARY ♦ BONUS FEATURE INCLUDE D WITH BASE GAME 



COIN # 


% PAYOUT 


HIT% 


TOTAL 
HITS 


TOTAL COINS 
PAID 


NORMALIZED 
AVERAGE BONUS 


1 


86.05732 


13.95748 


814 


5018.863 


20.5715 


2 


86.11125 


2650892 


1546 


10044.02 


20.0001 


3 


86.16518 


39.06036 


2278 


15075.46 


19.4287 


4 


86.01819 


51.6118 


3010 


20066.32 


18.7144 


5 


86.17998 


64.16324 


3742 


25130.08 


17.0002 



FIG. 7 
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Fig. 8 
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NOH-END-BONUS WINDOW VALU ES (NORMALIZED) 



WINDOW # 


1CNVAL 


2CNVAL 


3CNVAL 


4CNVAL 


5CNVAL 


0 


1 


1 


1 


1 


1 


1 


5 


5 


5 


5 


2 


2 


3 


3 


3 


3 


3 


3 


4 


4 


4 


4 


4 


4 


5 


3 


2 


2 


2 


5 


5 


5 


5 


2 


2 


6 


5 


5 


5 


5 


4 


7 


4 


4 


5 


5 


5 


8 


2 


3 


2 


4 


3 


9 


3 


2 


2 


2 


2 


10 


5 


5 


5 


5 


10 


11 


10 


10 


10 


10 


10 


12 


15 


15 


15 


15 


15 


13 


20 


.20 


20 


20 


20 


14 


1 


1 


1 


L 1 


1 


15 


5 


5 


5 


5 


5 


16 


2 


2 


2 


2 


2 


17 


10 


10 


10 


10 


3 


18 


15 


15 


10 


! 10 


5 


19 


5 


4 


5 


2 


2 


20 


3 


2 


i 3 


2 


2 


21 


2 


2 


2 


2 


2 


22 


2 


2 


2 


2 


2 


23 


5 


5 


5 


5 


5 


Total from 

bonus 
windows 


137 


133 


129 


124 


112 


Average 
non-end- 
bonus 


5.70833 


5.541667 


5.375 


5.166667 


4.666667 



FIG. 10 
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BONUS GAME O UTCOME SUMMARY 



CHOICE 


%END 


%SAFE 


PAYS 


EV 

CALCULATION 


0 


02 


1.0 


1 


1 


1 


0.165517 


0.8 


6.70833 


5.566664 


2 


0.135961 


0.634483 


12.41666 


9.188501 


3 


0.110783 


0.498522 


18.12499 


12.03423 


4 


0.089478 


0.387739 


23.83332 


1424757 


5 


0.071583 


0298261 


29.54165 


15.95015 


6 


0.05667 


0226678 


3524998 


172441 


7 


0.04435 


0.170009 


40.95831 


1821457 


8 


0.034271 


0.125659 


46.66664 


18.93187 


9 


0.026111 


0.091388 


52.37497 


19.45354 


10 


0.019583 


0.065277 


58.0833 


19.82617 


11 


0.01443 


0.045694 


63.79163 


20.08701 


12 


0.010421 


0.031264 


69.49996 


2026547 


13 


0.007356 


0.020843 


7520829 


2038445 


14 


0.005057 


0.013487 


80.91662 


20.46144 


15 


0.003372 


i 0.008429 


86.62495 


20.50955 


16 


0.002167 


0.005057 


9233328 


20.53842 


17 


0.001334 


I 0.00289 


98.04161 


2055492 


18 


! 0.000778 


0.001556 


! 103.7499 


205638 


19 


0.000424 


0.000778 


109.4583 


2056824 


20 


0.000212 


0.000354 


115.1666 


20.57026 


21 


9.43E45 


0.000141 


120.8749 


2057107 


22 


354E-Q5 


4.72E-05 


126.5833 


20.57134 


23 


1.01E-O5 


1.18E-05 


1322916 


20.57141 


24 


1.68E-06 


1.68E-06 


200 


20.57152 


E 


IXPECTED VALUE FOR 1 COIN BONUS GAME: 2057152 



FIG. 11 
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Fig. 12 
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Fig. 15 
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